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Greetings to all Rocketmen! (and Rocketwomen!). From your 
letters it is obvious that you all thought "'FORTY NINER" to be 
the best thing since the invention of the ZX81 - but the impossible 
has happened. ‘tROCKETMAN' has turned out to be even more popular: 
AND there is another program on the way! (please control yourselves! ) 
Like before it is awaiting its packaging but this time we are not 
even going to attempt to estimate when 1t wiil be available as last 
time several of you took our guesses literally and wrote some really 
stinking letters when we were a little inaccurate! However we will «-*, 
say that we hope it will be out in time for Christmas: _ 


In this issue the high score for “FORTY NINER" by P. Millington 
remains umbeaten but the gap between first and second places has 
been closed a little. Plus of course the first round of high scores 
for ROCKETMAN, and something a little more unusual. We now have 
2 claim for the lowest personal best from the player who is all 
thumbs. Are you even more useless? Is your personal best so iow 
you hide in embarrassment? Well don'ts Just tell us and we can 


all have a good laugh! 


se 


We are now receiving so many claims for hi scores with a 
witnesse's signature as proof, rather than a photograph. So many 
infact that we cannot ignore them any longer and will from now on 
be accepting this as official proof. So keep them coming! 


The program in this issue is too good to give away. In machine 
code, it is a must for all ZX81 owners who have got into the habit 
of taking forty winks while they wait for a program to SAVE or LOAD. 
We all know that this can take forever (or at least seem to) but 
not with this program. When used it will SAVE a 16K program (or 
reLOAD it) in less than a minute? 


There seems to be a number of people who are having a slight 
bit of bother with flying the vulture in ROCKETMAN. Mainly the _ 
questions follow the same pattern, "Why doesn't the vulture go up. 
when I press the flap kev?, is this a bug?" Inside are full 
instructions which will make you feel very foolish if you are one 
of them. 


We get down to the nitty gritty in the bit about machine code. 
= 
Guess what? Now that the summer has gone you loonies are 
buying more Cosmic Cockerel T-shirts than you did when the sun was 
shining. We are therefore including another order form in this 
issue. Who knows, we shall probably have to double our preduction 
if it snows this year! 


“a 


FORTY NINER 187,864 P. Millington (Nuneaton) 


FORTY NINER 73,929 Stephen Gosney (Reading) 

FORTY NINER 46,682 Jonathon Moakes (Ambleside) 
SUPER SCRAMBLE 31,200 Daniel Foxman (Glasgow) 
ASTEROIDS (LEVEL2) 4,275 J.N. Doyle (Crawley ) 
GOBBLERS (LEVEL 2) 26,719 Raymond Greenwood (Nottingham) 
FROG HOPPER 8,640 Richard Benner (Sheffield) 
ROCK ETMAN 42,455 Patrick O'Donohue (Wolverhampton) 
ROCK ETMAN 21,838 Liam Rogers (Worcester) 


The lowest hi score ever for ROCKETMAN has been sent in by PAUL 
HODGKINSON of Belfast, with the grand total of 16 after many 
hours playing. Can you beat that? (or shall I say, can you not 
beat that?) 


QUESTION 


Dear Cosmic Cockerel, 


I read with interest the article concerning you in PCW last 
WEEK ebtscceoccees 


Perhaps you can help me out! = Do you know of any incompatibility 
probiems between Alphacom 32 printers and Ram packs other than 
Sinclair's own? I cannot get my system (Alphacom and Memot ech 64K) 
to set up in any configuration. Dean Electronics say that the 
printer is only compatible with Sinclair Products. If you know 
of a problem and there is a way around it, can you tell me? 

John Schofield, Lancs 


The answer to this question comes straight from Dean flectronics 
themselves:- 


4%. 


wt 


ANSWER 


If you are a wizard with the soldering iron, and have a few 
spare parts pinched from your dear old mum's brand new computer 
controlled washing machine (and of course you have the same problem) 
this could be your answer. But cccevcseseee it Seems that the lesson 
to be learnt from all this is that, if you have an Alphacom 32 printer 
and a non-standard RAM pack, whether or not you are a wizard with 
the soldering iron it might be better to exchange your RAM pack for 
Sinclair's own simply to avoid burning your bridges. Otherwise, 
once the modification has been made, all certainty concerning the 
operation of any further Sinclair hardware (or any other for that 
matter) with your system, goes out of the window. The only alternative 
might be to take up the money back offer on the printers 


QUESTION 
Can anyone throw any Light on what happened to BASTCARE SYSTEMS. 


Paul Hodgkinson of Belfast (Yes the one with the amazingly low high 


score!) is dying to know. 


Dear Cosmic Cockerel, 


Congratulations on two excellent games for the ZX81. I am of 
course refferring to FORTY NINER and ROCKETMAN. I have bought both 
and discarded anything else that I had. More please. You talk 
about hi-scores, well what about the lowest score, I think [I must 
have that record with the score of 16. These are good games for 
testing your reactions, me, I don't have any, age is creeping up 
on me very fast, either that or I need a better joystick. 


Now to the serious side of my letter, at present I have a 
BASICARE SYSTEM on my ZX81, this consists of a personna 16K memory 
and a sound unit, I would like more units but I have been told 
that they have gone into liquidation (BASICARE SYSTEMS). Could 
you or any of your readers tell me if this is true and is it 
possible still to purchase these units. 


The T-Shirts are brilliant I wear it with pride. 
Paul Hodgkinson, Belfast 


QUESTION 
Dear Cosmic Cockerel, 


I bought one of your computer games for the ZX81 calied 
FORTY NINER for my sons birthday last weekend. However, he 
cannot make it work for lack of instructions. After the Loading 
there appear a row of zero's on the screen, nothing else, and there 
are no details on how to start the game in the box either. 


Please could you tell me how and what to do to start this game. 
I tried to find out in a local computer shop but they were unable 
to help me. 


Ee Morris, Devon 


@*. 
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No prizes for guessing what the trouble is here. Everyone 
with a copy of FORTY NINER will know that it doesn't LOAD like 
that and anyone with a 7X81 should recognise a ‘familiar problem. 
Al} together. iGWa-s ies oc e a ou Dee e 6 ecb we eee abies Se eee « LOADIng 
ERRORS! 


However to be fair to new owners (don't forget that although 
the way the ZX81 is generally treated gives the impression that 
it is as antiquated as the ark, that it is actually still on sale:) 
who may not be aware of the reputation the ZX81 gained in its 
heyday, we have included a sheet of LOADing hints. In case you 
are a new owner and therefore not aware of the ZX81's murkey past 
its reputation went something like this, "Marvellous little 
machine butecececceceeeess tends to have a mind of its own when 
it comes to LOADing and SAVEing programs - can work perfectly 
well at times but it generally depends on which side of the 
Silicon it got out of bed that morning. Also extremely prone 
to white-outs caused by mains fluctuation and RAM packs wobbling 
on their connections. Apart from this we all love the dear old 
7XELE" 


So here are some hints on how to coax the little darling 
to get up on the right side of the silicon all (well almost) 
of the time. 


TAPE LOADING INSTRUCTIONS 


For those new to the ZX81 load your program by entering 
LOAD "'', Now make sure you are at the beginning of the tape 
and the volume control is set to approx. %, press NEWLINE and 
start your tape recorder playing. Nextereccecceceeee be patient: 
The first 30 seconds of the tape have not been used as this is 
where most problems lie, and the program will take 3-4 minutes 
to load after this. So I suggest you go and make a cup of teas: 
As long as black lines dance across the screen everything is 
fine. The program will automatically start once it has loaded 
and will give vou instructions on how to Play, SOcecrcecevccees 
GOD LUCKEE! 


TAPE LOADING PROBLEMS 


Every care has been taken to ensure that your tape reaches 
you in perfect condition. However, the otherwise Brilbliant’ bitthle 
computer from Sinclair is notorious for its LOADing problems, 
so it is more than likely that you will experience some trouble 
due to this. 


Firstly look at the tape recorder you are using. Ideally 
it should be a machine specifically designed for the storage 
and retrieval of digital information, but these retail for around 
£40 —- £50 so can come a little expensive. The next best is the 
reverse of what you might expect - so if you are using a good 
quality stereo with the 7X81 then throw it away! (well at least) 
as far as your computer is concerned). Then buy a cheap portable 
MONO. The ZX81 is designed for use with the signal these produce. 
Programs are recorded as high frequency pulses separated by short 
gaps which are simply not present in any musical notes. Better 
quality equipment tries to 'clean up' the musical notes and 
signals it receives by trying to fill up these gaps ~- effectively 
turning a perfectly good program into meaningless rubbish, 
Sinclair have compiled a list of approved tape recorders and will 
send you a copy if you send an S.A.E- 


Re. 
Secondly, experiment with your machine: 


1. Set treble to maximum and bass to minimum (or ‘tone' to high). 

2. Ensure the leads to the recorder do not cross the lead from 
the power supply. 

3. Clean the heads with cleaning fluid (NOT with a tape). 

4, Using a short program for convenience, try loading it 
repeatedly with gradually increasing volume levels. 
Start with the volume between 5 and % and increase it 
a fraction each time until you manage a successful load. 
If the screen goes blank and the 'K' cursor returns, then 
the volume is too low. If the computer ‘locks out' 1.e. 
the display freezes and it refuses to respond to any Key 
depressions, then the volume is too high. Once you have 
achieved a successful load, mark the position for future 


reference. 


RAM=}jPACK WOBBLE 


This is the other bug—to-bear of the ZX81, and our_games being 
full of excitement and tension tend to let the poor old computer 
in for some rough treatment when capture is imminent and sudden 
evasive action the order of the day, which exaggerates the problem. 
The symptoms are : at best the sudden appearance of peculiarities 
in the program like men walking through walls, leaving ‘dead bodies' 
or vanishing forever, or at worst the complete locking of the keyboard. 
Either way, the only action to take is to pull out the plug and 
start again. : 


The permanent cure is to buy a length of ribbon cable, solder 
one end to the RAM pack and plug the other into your computer, so 
that all further vibrations are absorbed by the cable. A less 
permanent, but only slightly less effective way is to place a piece 
of BLU-TAC just above the connector on your RAM pack and literally 
stick it to the computer. 


*** 1500 BAUD *** 
By STEVAN ROBATHAN 


For those of you unfamiliar with the term, the Baud rate is 
the measure of the speed of Data transfer between any compatible 
components. {ieee between tape deck and computer or between 
computer and, say, a printer etc.). The ZX81, just in case you are 
interested has a Baud rate (between cassette and computer) of 300-6 


This can be translated as ‘painfully slow!' So we are going 
to up it to 150@ which can be translated as ‘Spectrum rate!' 
So 1f you want to speed up the LOADing of your home-written » 
programs, it means re-SAVEing them all using Stevan's machine 
code program, but the result should be worth it. 


In the following listings there are two programs in BASIC 
plus the machine code listing. The first BASIC program simply 
allows you to enter machine code in hex, exactly as we have 
listed it. The second BASIC program allows you to SAVE the 
machine code. Also, once SAVEd it allows you to re-LOAD it 
and automatically transfers it from lower memory (where any 
new program would write over it) to above RAMTOP out of 
harms wav, and clears the remaining memory for use. 


HERE GOES# 


Step 1 Enter line 1 as REM statement containing 244 characters 
(i.e. type '1 REM! followed by any character, say a 
'@', 244 times) this is where the machine code is 
going to go. 


Step 2 Type 'POKE 16510,0'. This changes line 1 (your REM 
statement) to line @ so it cannot be erased, altered 
or written over. 


Step 3 Enter BASIC program one and RUN it. Once run, your 
ZX81 will expect a string input (i.e. a mixture of 
numbers and letters) So you will see a blank screen 
with just the cursor in the lower left hand corner. 


Step 4 Enter the hexadecimal EXACTLY as listed. To avoid 
errors it will probably be easier to type in one 
complete line at a time, i.e. you would type 
CD23@F11667FCD2B and then press NEW LINE. The address 
each code has been poked into will appear alongside 
the code itself and then it will wait for further 
input. 


Step 5 After you have entered the last line (do not worry 
because it is shorter than the rest = simply enter 
it in the same way). Enter "S" and you will leave 
this program. (As a check the last address printed 
on the screen should be 16757) 


step 6 ‘Delete the BASIC program by typing in each line number 
and pressing NEW LINE. Any other way will delete the 
machine code as well as the BASIC. 


Step 7 Type in BASIC program TWO. You are now ready to SAVE 
this program so set up your tape recorder. 


Step 8 Start tape recording and RUN program. It will SAVE 
itself automatically and then move the machine code 
above RAMTOP, ready for use. 


REMEMBER: When you intend to use this program to SAVE a program 
you are about to write, it must be LOADed in BEFORE you start 
writing otherwise it will overwrite all your hard work, and 
obviously it must be LOADed in before you re-LOAD something 


ve, 
mreviously SAVE'd using this system. 


TO USE: Once this program is safely sitting above RAMTOP you 
may use the Lower memory in the normal way for writing, 
SAVEing or LOADing programs (except very long ones when there 
would not be room for both programs). 


TO SAVE USE: RAND USR 32512 
TO LOAD USE: RAND USR 32525 


Note: Only programs previously SAVE'd using this system can be 
~LOADed in this way. 


PROGRAM 1 
THE HEXLOADER PROGRAM 


® REM (244 Characters) 

i@ LET N=16514 

20 (LET RS=""" 

3@ IF RS=''"'"! THEN INPUT RS 

A@ SCROLL 

5@ PRINT N,RS( TO 2 

6@ POKE N,16*CODE RS+CODE RS$(2) 


7@ LET N=N+1 
8@ LET RS=RS(3 TO ) 
9@ GOTO 30 

THE MACHINE CODE 
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PROGRAM TWO 
OF RST RR 


@ REM (machine ’ code) 

1 REM (C) S.ROBATHAN 1984 
1@ PRINT'SET UP TAPE AND START 
RECORDING " 
2@ PAUSE 100 
3@ SAVE'150@ BAUD" 
4® PRINT''15@@ BAUD" 

5@ PRINT"P ESS A KEY TO PUT M/C 
ABOVE RAMTOP AND CLEAR THIS PROGRAM..." 
6@ PAUSE 4E4 

7@ RAND USR 16738 


eeomepen: 


If you are one of those ROCKETMEN who, having leapt onto 
the vulture, unceremoniously dives straight into the water 
despite pressing the 'flap' key with all your might - then 
prepare to feel a right fool! AND if you are one of those 
who have written to suggest that this is a bug in the program 
rather than anything to do with your playing then wash your 
mouth out with soap and water! 


Here are some hints which may help wou remove those 
vulture flying "L'' plates! The vulture in ROCKETMAN is 
designed to be as realistic as possible and will rise a little 
for each flap of its wings, just like a real bird. 


Imagine, if you will, a little blackbird who launches 
himself off the top of a high building and very soon finds 
himself approaching the ground face first at a very high rate 
of knotts. 


"FLAP" his mum shouts at him from the top of the building 


"What?" he replies, unable to hear because of the wind 
rushing past his ears. 


"FLAP YOU TWIT! 3" 


"Oh yeaht I never thought of thati'" he says and manages 
two flaps before piling himself into the ground. 


The moral of this story is that the more you flap the 
vultures wings the better it flies. As soon as you press the 


jump key the vultures wings go down, lifting it up slightly 


